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"MAQUINA RECSEATIVA MEJORADA" 



(54) 



Fig. Hoja unica 
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MEJORAS EX UNA MAQUINA RECREATIVA. 

Consistentes en: Incorporar en su pantalla una pluralidad de indicadores (5) 
portadores de grafisaos que reflejan esca.onadamente los diferentes valores 
de los premioa obteniblea; establecer en la circuiteria de control de la mA- 
quina tin circuito auxiliar que, a travels de loa pulsadores de accionamiento 
(7,8), y ante el registro por parte del circuito de una situaci6n de preaio, 
posibilita la variacidn hacia mis o hacia oenos, en orden a aumentar el va- 
lor del premio; e incluir un indicador (6) auxiliar y un aegundo indicador - 
(9) auxiliar indicativo del resultado detenainado por el circuito auxiliar, 
tras el accionamiento de los pulsadores (7,8)*. 



(5?) 
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KZKOKIA -DESSEIPHVA 
La pre sen te irrvenci on se refiere, Begun se expresa en esta 
memoria descriptiva, a una maquina reereativa que ha si do sen- 
aiblemente me jorada en orden a potenciar sus caracteris tlcas fun 
cionales. 

La maquina que la invend on propone ee del tipo de lae qu^ 
incorporan un jus go de tambores, o tambores simulados, ported cm 
res de afnboloe capacea de eatable cer diferentee eoabinacianee, 
eueceptibiss de prefflio/ Y \ 

£fe eetae aequinae, coqo ee eabido, al introducir una nJoneda 

ee ponen en funcicnandento loe "tambores w y eu parade determine 

■ 

una cabined on, preetablecida en el prograffla de gobiemo chr*la 

maquina, existiendo reepeotiroe p^eadoree para la parada dv.lo*. 

• • • • 

tafflboree f aunque realmente talee puleadoree no inoiden en la *ceo- 
binaoi&i final. T' 

Las sejoraa que la inronoifin propone eaten orientadae baoia 
una "prolonged &n" en el juego eon una mayor participation par 
parte del Jug ad or. 

En eete sent id o, la maquina incorpara en eu pan telle , edemas 
de loe Indieadares ccnvenoionalee earreepondientee a laa posiblee 
eombinadones ocn prenio, otra aerie de indicadaree earreepondien- 
tee a loe difeientes valares relativos a loe diferentes preen ios, 
de manera que cuando se consigue una combined an preaiada, ae ilu- 
mina el indicator correapondiente al valor obtenido. Un indicador 
oosplementario, preferentenente provisto de los eignoe 4- y o cual, 
quier otro tipo de elusion a la jugada complement aria que ee descri- 
bira eeguldaseete, ee iluminar£ taabifn informando al jugador de que, 
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a partir del prenio obtenido, puede inter, tar aurentarlo, con 
el riesgo de que este disminuya, msdiante el acci onaraier.tc de 
un pulsador auxiliar. 

Obviamente esta posibilidad solo sera ofrecida por la mi- 
5 quina cuando el presio obtenido no sea 1 finite, es decir cuando 

no se trate del premio maxim o o del premio mfnimo. ' 
El acei onamiento de tal pulsador trae consigo la puesta en 

fuwlonamiento de un circuito auxiliar, exlstente en el progra- 

• • • • • 

ma de la maquina, de manera que el prenio inicialmente obtenido 

* • 

10 puede pamar al valor inmediataaente superior o al valor imnedia- 

taaente inferior, reflejaadose eete result ado en el corxeepcn- 

■ 

diente indioador y suminietrando la maquina el premio resultante. 

Un segundo pulsador pexnite llevar a cabo esta jug ad a d\sxi- 

» • « 

liar oon doe esealones* de nanera que el premio inicialmente* fcb- 
15 tenido puede eer transformado an uno que en la e3cala de valtSfes 

oeupe doa posioiones per arriba, oon el riesgo de que el premio 
obtenido ocupe paralelamente dos posiciones por dabajo «n tal ea- 
cala. 

Exists tambiln un circuito temporizador, de manera que la 
20 situacl6n de jugada eomplementaria se mantiene durante un periodo 

preatablecido, transeurrido el cual se elimina tal posibilidad y 
la mquina suminietra el premio obtenido original man te. 

La maquina ofrece adenis la posibilidad de una segunda jugada 
auxiliar, para la que dicta maquina incarpora en sub "tambores" 
25 ademas de los motivos o grafiamos eon que se consigue la eombina- 

cion, respective numeroe cuyos sumatorios se transfarman en el 
numero de "avances" a suministrar a una aline aciSn de letrae que 
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confifuran un vocablo, como por ejeopjo la palabra "ICYSTEPY", 
o cualauiera otro. Cuando por el nuaero de avances obtenidos 
se consigue completer el vocablo citado, ae ilumina un tambor 
auxiliar, preferentemente diepuesto en eorrespondencia con el 

5 juego de tamborae a traves de los que ee obtienen las diferen- 

tes conbiracionee, tambor auxiliar en el que aparecera un nume-. 
ro indieativo del nunro de avances unitarioa que pueden efeo- ' 
tuarse a eu res eobre los dtados tambaree principalee, a traves 
de correepondieirtes pulsadoree, al efecto de variar la combine^ 

10 cion primitivamente obtenida y de tratar de alcanaar otra aai*s 

tida par un presdo directo. 

Este tambor auxiliar, ademaa de ofrecer la poeibilidad *d»* * 

• »•» 

avaneee directos eobre loa taoboree principalee, euyo valor 'si.* 

• •• • 

refleja en el propio tambor, ofrece tambien grafismoe corresj;to- 

• e 

15 dientes a avaioea de nfiwros no reflejados en el mismo, vera..** 
aparecen en un eeHalisador complementario estableeido en la pan- 
talla de la maquina, y cuyo niero eetari preferentemente compren- 

dido entre uno y dies. 

Dieho tambor complementer! 6 incorpora tambien un premio "mie- 
20 terioso* no renejado en el miemo de forma direota, y que, de acuer 

do eon la programed an de la maquina, puBde traneformarse en cual- 
quiera de loa premioe establecidos en la miema, desde el premio 
m£nimo al premio maximo, los cuales se suministraran de forma di- 
recta. 

25 Tambien exiate la posibilidad de que la parade de este tambor 

auxiliar determine la pi* eta en funcionamiento de loa tamboree prin 
cipalee, haeta una situaeion de parade en la que eetoa ofrecen oual. 
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quier cor.cinacior. detercinante rie crenio, tacbien errtre loe va- 
lores cfcioo y cajdmo, pero con la particularidac de que er. es- 
te caso tales premios, adenas de peder ser obtenidos de foraa di- 
rects, permit*; establecer la primera jugada auxiliar, al mas- 
menoa • 

Finalmente, en el tanbor auxiliar existe otra situacion.der 
terminante del premio aixiao. 

Para complement ar la deecrlpcion que seguidaoente se va a ( 

• • • * • 

realizar y con objeto de ayudar a una oejor comprm si on de Ifs*. 
caracteristicaa del invento, se acompana a la presente aeaoria 

descriptive com parte integrante de la misma, de una hoja unica 

• • • • • 

de planoe en la que con caricter ilustrativo y no limitativo jr t en 

••• * 

■u unica firura. se ha repreeentado una vista parcial en alsadft 

• » • 

frontal de una aaquina recreativa real i2 ad a de acuerdo can l&Vfee- 

* • 

15 jorae objeto de la presente invencicn. • • 

A la vista de esta figura puede observarse cono la ciquina 
que la invenci cm propone incdrpora una eerie de tambores 1, porta- 
dorea cada uno de ellos de una plural id ad de slmbolos, como es con- 
vencicxial, capaces de establecer dif ©rentes combinaciones euscepti- 

20 bles da prcsio, estando cada uno de tales tarn bores 1 asistido por 

el correspondiezrte puis ado r 2 para efectuar su supueste parade, a 
la vez que un pule ado r 3 establece la puesta en funci on ami en to de 
dichos tambores 1 f tras la introduccion de la coxrespondiente ocrie- 
da. 

25 En la pantalla de la maquina exietiran, como es convencional , 

una serie de indicadores 4 relativos a las diferentee combinaci one s 
susceptibles de presnio y a loe respectivos premios. 
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k patir de ests. er ructuraci or. conpcida, loe perfeccicr.a- 
cientos; que la invencion propone se cer tran en la exiptencia 
adecas, en la pan* all a de l e naquina, d atra serie de indica- 
dores 5 9 material! 2 ados en loc respectivos valares correspandien 
tes a loc diferentes precios cto ten i bias por el jugador, de cane- 
ra oue Be establece una eacala progresiva uesde el valor ofniito # 
hasta el valor majdao* Ito el ejeoplo represertado en la figurif 
tales valarec son de 25-50-75-1CO-15O-2OO-25O-30O-35O-5OOt J*ro 
obvieaente estoa valares pueden variar sin liaitacion algunaV* 

Ceda mo da estos indicadores 5 seta asistido par un p£l*0t6 
lunir-is cents y f cuando en loe tambores 1 se consigue una combina- 
ci& preoiada, se enclende el piloto oarrespondiente al indioaAr 
5 del valor obtenido, v t- . 

Simultaneaaente se activa otro indicador 6 que inforna -aV ^u- 
gador sobre la posl bill dad de realizar una prime ra jugada auad^iar, 
censietente 0000 anteriornente se fc dicho, en aumentar el valor 
del prenio obtenido en uno o dos e seal ones, con el riesgo de die- 
minuirlo en la misna properdin. 

Esto tan solo sera factible, obyianente, cuando el prenio ob- 
tenido no se correspond* con los valores limite. 

Para ello existe un puis ad or 7 y un segundo pule ad or 8, que 
peraiten llsvar a cabo tal jugada auxiliar con menor o con mayor 
riesgo, es decir, con la posibiliiad de variar en uno o en dos es- 
calones. Un indicator 9t «m los s£irboloe de 4-1 y -t , y ±2 y -2, 
indican al jugador sobre el resultado obtenido tra6 el accior.amien- 
to del pulsador correspondiente, mediant e su iluninaci or. , suninis- 
trando seguidaoente la maquina el prenio oonseguido de acuerdo con 
el res-iltado de la jugada complementer! a efectuada. 
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£sta j-i^ada auxiliar es opcional de manera =ve, tras la ilu- 
D inaci6n del indicator 6, y tras un tienpo prestabiecido, si el 
.iugador no ba actvado sobre uno de los pulsadores 7-6, la oaquina 
suainistra directaoente el premio obtenido en la ju/jada principal. 

Los resul*ados de ewta jugada auxiliar no eon tleatorios, si- 
no que el aumento o la disminucion del premie original »e enconva 
ra debidamente programado, en orden a que la miquina eumini strewn 
todo memento el percentaje de premies prestabiecido, con respecto 

a bu recaudaeiOB* * 

La maquina ofrece aderlfl una segunda jugada aoxiliar, ptfa-la 
cual los propioa tamborea 1, ademas de loa motives convencionales 
a traves de les que se eonsiguen los diferentescombinaci ones',* 
cbrporan respectivos nuaeroa 1C. Cuando la coabinacion obte*id,» en 
los tamborea 1 no tiene premio directo y taabien a travSs dei/c^T- 
cuito d. pregraaaeien de la maquina, se efeetua el suoatorio>.;los 
citados numaros 1C y tal sumatorio se transforms en ui numero de 
"avances" suninistrades a una alineacion de letras 11 que oonf Imuran 
un determinado vocablo. 

Cuando a traves de los avances obtenidos par el suDatorio de 
« nuasros 10 se consigw la progresiva y total iluminaci&i de la 
alineacion de letras 11, obviaaente eon la colaberacion de pilotos 
que acisten a cada una de ellas, ee produce la iluainacion y puesta 
en funcionaaiento de un xambor auxiliar 12 determinante de un premio, 
o una posibilidad de premio, taabien auxiliar 12, puede aparecer un 
nuoero, como el representado en la figure y referenciado con 13, lo 
queequivale a cue el jugador pueda efectuar dos avances sobre uno o 
mas de los tamceree 1 de la maquina y a travla de los pulsadores 2, 
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en order, t vr-riar la ccctinwiSr. oriflnoi eente ottenict y a in- 
ter. *.ar convert irl a, en unfc coco: r.aci or. Frec:ada. 

En dicho tanbor 12 puede a^recer un sinbolo indicativo de 
un nuaero de avancee no identif icado, nuaero que por el cor.trario, 
ee define en un indicador auxiliar 14 exietente en la pantalla de 
la naquina, donde aparecen vaj area 15 co-reepondientes al nuwro, 
de avar.cee obtenido, cuya iluninacion se produce a expenaaa de la 
prograaaeiSn exietente en el circuito de gobierno de la naquina.. 

Exiate taabien la posibilidad de que el tanbor auxiliar] lV' 
suministre un premio "nieterieeo" no identificado en principle'* 
que puede variar entre lee valoree lfnitee nixino y n£ni»o, con- 
trolado taabien por la proereaacion de la aaquina y variable" **• 
funcian de su ert&do de recaulaci&i. 

Licbo tanbor 12 puede deterninar, en eu parade, el acciW*eien 
to de loe tanboree 1 basta que en eetoa ae eetablece una ootWcion 
premiada, tanbien corre spend lent e a cualquier valor de loa previatoc, 
pero con la particuluridad de que en oualquier case y al aparecer 
tal conbinacion en loe taaboree, exiete la poeibilidad de poner en 
yractica la prieera Jugada auxiliar e intentar potenciar el preoio 
obtenido enunee doe eecalonee, a expenses de correr un riesfo si- 
milar ea aentido negativo. 

Finalnente, la parade del tanbor auxiliar 12 puede deteroinar 

el euminiBtro del preoio naxiao. 

En cualonier caeo , ee cor.sigue una considerable potcnciacion 
25 del .tractive de la naquina, por cuanto que exiate una aayor parti- 

cipacicn par parte del jugador en el deearrollo del jucgo. 

Descrito el objeto del presente Kodelo de Utilidad y sua dia- 
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- i» -t-e carat* tuve la eBencial*aad 
tintas ^rtes, se declara que lo .>c cor.st.tuye 

del .!**> es lo que se concreU er. las eiguientea, 
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R E I V I N D I C AC I0NE5 

.1.- MAQUINA RSCREATIVA MEJORADA, que siendo del 

tipo de las que se constituyen medi ante una plurariidad 

de "tambores" portadores de grafismos capaces de esOa- 

blecer multiples combinaciones, susceptibles de premio, 

esencialmente se caracteriza porque su pantalla incor- 

■ • • • • 

pora una pluralldad de indicadores, portadores de# a grp- 

fismos que reflejan eacalonadamente los diferentes valo- 

res de los premio 3 obtenibles, estableciendose en la cir- 

cuiteria de control de la maquina un circuito auxilior 

que, a traves de correspondientea pulsadores de acdiona- 

• • • 

mi en to, y ante el registro por parte de dicho cirfctfito 
de una situacion de premio, posibilita la variacion ha- 
cia mas o hacia menos, en uno o dos escalones, en orden 
a aumentar el valor del premio, a riesgo de que este pue- 

da disminuir, con la particularidad de que la maquina in 
corpora un indie ad or auxiliar informativo de tal posibili- 
dad, asi come un segundo indicador auxiliar indicativo 
del resultado determinado por dicho circuito auxiliar, 
tras el accionamiento del o los correspondientes pulsado- 
res. 

2.- MAQUINA RECREATIVA MEJORADA, segun reivindi- 
cacioa 1, caracterizada porque los "tambores" incorporan 
ademas de los grafismos combinatorios convencionales, 
grafismos numericos, relacionados con un circuito auma- 
torio de aquellos que aparecen en pantalla, tras cada 
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jugada, habiendose previ9to que dicho sumatorio se con 
vlerta en un tren de impulsos suministrables a un marca- 

dor auxiliary que se descarga cada jugada, marcador en 

* * *• 

el que se establece un nivel de impulses, alcan^ado*. ?1 

• • • • 

5 cual se envia una senal al circuito general de la *m£q\ii- 

na, del que se deriva a su vez una nueva posibilidad op£ 

♦ 

rativa para ella f bien suministrando premios direct 6s\ 
bien suministrando posibilidades de premio complemeW 
tario* 

10 3.- MAQUINA RECHEATIVA ME JO RAD A, segun rei*inAd- 

caciones anteriores, caracterizada porque mcorpotfar. un 

♦ • » • 

tambor auxiliar que resulta operativo cuando el sumatorio 

de impulsos alcanza el valor prestablecido y citadb."en^ 
la reivindicacion anterior, estableciendo dicho tambor 

15 auxiliar en su parada la posibilidad de establecer un 
determinado numero de giros parciales, correspondiente 
a la secuencia de grafismos de los tambores principales, 
en estos ultimos, a traves de sus correspond ientes pul- 
sadores, indicando ad emas dicho tambor auxiliar el nume- 

20 ro de impulsos posibles a traves de los propios grafismos 
numericos de los que es portador, o bien mediante la ilu- 
minacion de un indicador correspondiente a un o u «g° de 
pilotos auxiliares^ 

4 # - MAQUINA RECREATIVA ME JO RAD A, segun reivindica- 

25 ciones anteriores, caracterizada porque el c it ado tambor 
auxiliar incorpora ad emas un grafismo correspondiente a 
un premio directo, comprendido entre los valores maximos 
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y minimos suministrables por la maquina, as! como otro 
grafismo correspondiente a una situation de dicho tambor 
auxiliar tal que se produce la cpnexi6n del sistema de 

alimentacion de los tambores principales, ccn el "cpHee- 

• • •* 

cuente giro de los mismos, basta la parade de los/aji^- 

. - • • 

mos en correspondence con una "eterminada combinacion 
premiada, tambien susceptible de variar entre los.Atrflc- 
res limit es y de acuerdo con la programaci6n prevJratA 
en el circuito de control de la maquina. 

5.- MAQUINA HECREATIVA MEJORADA, segun quejlja, des- 
crito y reivindicado en la presente memoria, que sonata 

da doca hojas todas ellas escritas a maquina por uae sola 

• • • • 

da sus cares y se representa en los dibujos que se -acorn- 

• • • 

pan an. 

Madrid, 21 de Junio 1.98; 

JULIO HERRERO. 
P-P- 

7~fCC« <Clrar> 
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(54) 

Improved gaming machine. 

Fig. Only page 

[illegibie]6915 

(57) 

IMPROVEMENTS TO AN ENTERTAINMENT MACHINE. 

Consisting of: including in the screen a number of indicators (5) showing graphs which 
reflect step-by-step the different values of obtainable prizes; including in the machine's 
control circuitry an auxiliary circuit which, by means of the actuating pushbuttons (7,8) 
and in the event that it detects a prize situation, enables variation in plus or minus in 
order to increase the prize value; and including an auxiliary indicator (6) and a second 
auxiliary indicator (9) to show the result determined by the auxiliary circuit after 
actuation of pushbuttons (7, 8). 
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DESCRIPTIVE REPORT 



This invention refers, as stated in this descriptive report, to an entertainment 
machine which has been substantially improved in order to increase its functional 
characteristics. 

The machine proposed by the invention is of the type that include a set of drums 
or simulated drums, which bear symbols capable of establishing different prize-winning 
combinations. 

As it is well known, when a coin is dropped into one of these machines, the 
"drums" are set in motion and stopping these determines a combination, preestablished 
by the machine control program, there being corresponding pushbuttons for stopping 
the drums — although in reality such pushbuttons have no incidence whatsoever on the 
final combination. 

Improvements proposed by the invention aim towards an "extension" of the 
game with a higher participation of the player. 

In that sense, in addition to the conventional indicators corresponding to the 
possible prize-winning combinations, the machine includes in its screen another series 
of indicators corresponding to the different values relative to different prizes, in such a 
way that when a prize-winning combination is obtained, the indicator corresponding to 
the value obtained is illuminated. An additional indicator, preferably showing the %ft +" 
and symbols or any other type of reference to the complementary play described 
below, will also be illuminated telling the player that 
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starting from the prize obtained, he can try to increase it by pressing an auxiliary 
pushbutton, with the risk of obtaining a lower prize instead. 

Obviously, the machine will offer this chance only when the prize obtained is 
not a limit prize, that is, that it is neither the maximum nor the minimum prize. 

Pressing such pushbutton starts up an auxiliary circuit within the machine, so 
that the initially-obtained prize may go to the immediately higher value or to the 
immediately lower one, this result being shown by the corresponding indicator and the 
machine pays the resulting prize. 

A second pushbutton enables the performance of this auxiliary play with two 
steps, in such a way that the initially obtained prize may be transformed into one which 
is two steps above in the scale of values, with the chance that the prize obtained may go 
down two steps in said scale. 

There also is a timer circuit such that the complementary play situation is 
maintained over a preset time period. Once this period has elapsed, said play possibility 
is cancelled and the machine pays the prize obtained originally. 

The machine also offers the possibility of a second auxiliary play for which said 
machine includes in its "drums," in addition to the pictures or graphs which show the 
combination, respective numbers the sum of which are converted into the number of 
"advances" to be provided to a row of letters which 
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form a, word such as the word "MYSTERY" or any other. When it is possible to 
complete said word by means of the number of "advances" obtained, an auxiliary drum 
is illuminated. This drum should preferably be arranged so that it matches the set of 
drums through which the different combinations are obtained. This auxiliary drum will 
show a number indicating the number of unit "advances" which may be made in turn on 
said main drums by means of the corresponding buttons, so as to change the originally- 
obtained combination and try to obtain another one which has a direct prize. 

This auxiliary drum, besides giving the possibility of direct advances over the 
main drums, the value of which is shown on the drum, also offers graphs corresponding 
to advances of numbers not reflected in said drum but are shown in a complementary 
indicator established in the machine's screen. This number shall preferably be included 
between one and ten. 

Said complementary drum also includes a "mysterious" prize not shown directly 
on same and which, according to the machine's program, may be transformed into any * 
of the prizes established in same, from the minimum to the maximum prize, which shall 
be delivered directly. 

There also is the possibility that the stopping of this auxiliary drum determines 
the start-up of the main drums, up to a stopping situation in which these offer any 
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prize-determining combination, always between the minimum and maximum values, 
but with the peculiarity that in this case such prizes, in addition to being able to obtain 
them directly, enable the establishment of the first auxiliary play on plus or minus. 

Finally, there is in the auxiliary drum another maximum prize-determining 
situation. 

In order to supplement the following description and for further understanding of 
the characteristics of the invention, attached to this descriptive report and as part of 
same, there is a single page with drawings for, but not limited to, informational 
purposes. Said drawing shows a partial front view of an entertainment machine built 
with the improvements which are the objects of this invention. 

Said drawing shows how the machine proposed by the invention includes a 
series of drums 1, each one carrying a series of symbols, as usual, capable of 
establishing prize-winning combinations - each one of these drums 1 being assisted by 
the corresponding push button 2 for their supposed stopping while push button 3 sets in 
motion said drums 1 after the corresponding coin has been introduced. 

The screen on the machine will show, as usual, a series of indicators 4 relevant 
to the different prize-winning combinations and the respective prizes. 
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Starting from this known structure the improvements proposed by the invention 
are focused on the existence on the machine's of another series of indicators 5 for the 
respective values corresponding to the different prizes obtainable by the player so that a 
progressive scale going from the minimum up to the maximum value is established. In 
the example shown in the drawing, such values are: 25-50-75-100-150-200-250000- 
350 and 500, but obviously these values can vary without any limit whatsoever. 

Each one of these indicators 5 is assisted by a pilot light and when a prize- 
winning combination is obtained in drums 1, the pilot light corresponding to indicator 5 
to the value obtained turns on. 

Simultaneously another indicator 6 is activated, informing the player about the 
possibility of making a first auxiliary play consisting, as previously stated, of increasing 
the value of the prize obtained by one or two steps, with the chance of reducing it in the 
same proportion. 

This will obviously be feasible when the prize obtained does not match the limit. 

values. 

To that end there are two push buttons 7 and 8, that enable to make such 
auxiliary play with lower or higher risk, that is, with the possibility of varying in one or 
two steps. An indicator 9 with the symbols (+1), (-1) and (+2), (-2) indicate the player, 
by illuminating, the results obtained after pressing the corresponding push button. After 
this, the machine will deliver the prize obtained according with the results of the 
complementary play made. 



ANCHOR 16105 



This auxiliary play is optional so that once indicator 6 has turned on and after a 
preset time, if the player has not actuated one of the push buttons 7-8, the machine will 
deliver directly the prize won in the main play. 

The results of this auxiliary play do not depend on chance. The increase or 
reduction of the original prize will be duly programmed due to the fact that the machine 
provides at all times the pre-established percentage of prizes with respect to amount 
collected. 

The machine also offers a second auxiliary play for which drums 1, in addition 
to the conventional symbols through which the different combinations are obtained also 
include respective numbers 1 0. When the combination obtained in drums 1 does not 
have a direct prize, also through the machine's programming circuit, the said numbers 
10 are added and such result is transformed into a number of "advances" supplied to a 
row of letters 1 1 which conform a certain word. 

When as a result of the advances obtained by adding the numbers 1 0, the 
progressive and full illumination of the row of letters 1 1 is obtained, obviously with the 
collaboration of the pilot's assisting each one of them, and this results in the 
illumination and start up of an auxiliary drum 12 determining a prize or a prize 
possibility, also auxiliary 12, a number such as the one shown in the drawing as 
reference 13 may appear, which implies that the player may make two advances on one 
or more of the drums 1 of the machine and through push buttons 2 in order to change 
the originally 
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obtained combination and try to converted into a prize-winning combination. 

Said drum 12 may show a symbol indicating an unidentified number of 
advances, number which on the other hand is defined in an auxiliaiy indicator 14 in the 
machine's screen where values 15 are shown corresponding to the number of advances 
obtained. The illumination of these indicators is produced by the existing machine's 
control circuit program. 

There is also the possibility that auxiliary drum 12 delivers an unidentified, in 
principle, "mysterious" prize which can vary between the maximum and minimum limit 
values. This is also controlled by the machine's program and varies as a function of the 
collection. 

Said drum 12 can determine, when it stops, the actuation of drums 1 until a 
prize-winning combination is established, also corresponding to any of the foreseen 
values but with the particularity that in any case when such combination appears in the 
drum there exists the chance of playing the first auxiliary play and try to increase in one * 
or two steps the prize obtained, running a similar risk of reducing the prize in the same 
extent. 

Finally the stopping of auxiliary drum 1 2 can determine delivery of the 
maximum prize. 

In any case, a considerable enhancement of the machine's attractive is obtained 
because the player has more participation in the development of the game. 
Having described the object of this utility model and its different parts, it is 
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hereby stated that what constitutes the essence is formalized in the following: 



ANCHOR 16108 



CLAIMS 

1. - IMPROVED ENTERTAINMENT MACHINE, which is made up of a series 
of "drums" bearing symbols capable of establishing multiple prize- winning 
combinations, essentially characterized in that its screen includes a series of indicators 
bearing graphs which reflect step by step the different values of the obtainable prizes. 
An auxiliary circuit is established in the machine's control circuit which, by means of 
the corresponding push buttons and when said circuits detects a prize situation, permits 
the variation in one or two steps, up or down, in order to increase the prize value with 
the chance that this may be reduced. The machine has the particularity of including an 
auxiliary indicator showing such possibility as well as a second auxiliary indicator 
showing the result determined by said auxiliary circuit after actuating the corresponding 
push button(s). 

2. - IMPROVED ENTERTAINMENT MACHINE, according to claim one, 
characterized in that the "drums" include in addition to conventional combination 
graphs, numerical graphs related with an adding circuit which add up the numbers 
appearing on the screen after each 
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play. It has been foreseen that said addition is converted into a puise train fed to an 
auxiliary indicator which is unloaded after each play and in which a level of pulses 
received is established. Once this level is reached, a signal is sent to the general circuit 
of the machine which in turn results in a new operational possibility either delivering 
direct prizes or giving the possibility of complementary prizes. 

3 . - IMPROVED ENTERTAINMENT MACHINE, according to the previous 
claims, characterized in that its includes an auxiliary drum which becomes operative 
when the supplied pulses reach said preset value. When said auxiliary drum stops, it 
provides the possibility of establishing a certain number of partial turns, corresponding 
to the sequence of graphs on main drums, through the corresponding push buttons. Said 
auxiliary drum also indicates the number of possible pulses through the numerical 
graphs that it has, or by means of the illumination of an indicator corresponding to a set 
of auxiliary pilots. 

4. - IMPROVED ENTERTAINMENT MACHINE, according to the previous 
claims, characterized in that said auxiliary drum also includes a graph corresponding to 
a direct prize, comprised between the maximum and 
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minimum values deliverable by the machine, as well as another graph corresponding to 
a situation of said auxiliary drum in which the main drums supply system is connected 
with the resulting operational of same until these stop in a position corresponding to a 
certain prize-winning combination which can also vary between the limit value and 
according to the machine control circuit program. 

5.- IMPROVED ENTERTAINMENT MACHINE, as has been described and 
claimed in this descriptive report, which is made up by twelve pages all of which are 
typed on one face only and is represented in the attached drawings. 

Madrid, June 21, 198[illegible] 

JULIO HERRERO. 

p.p. 

[signature] 
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Improved gaming machine. 
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IMPROVEMENTS TO AN ENTERTAINMENT MACHINE. 

Consisting of: including in the screen a number of indicators (5) showing graphs which 
reflect step-by-step the different values of obtainable prizes; including in the machine's 
control circuitry an auxiliary circuit which, by means of the actuating pushbuttons (7,8) 
and in the event that it detects a prize situation, enables variation in plus or minus in 
orderTcTTi^^s^he prize value; and including an auxiliary indicator (6) and a second 
auxiliary indicator (9) to show the result determined by the auxiliary circuit after 
actuation of pushbuttons (7, 8). 
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DESCRIPTTVE REPORT 

This invention refers, as stated in this descriptive report, to an entertainment 
machine which has been substantially improved in order to increase its functional 
characteristics. 

The machine proposed by the invention is of the type that include a set of drums 
or simulated drums, which bear symbols capable of establishing different prize-winning 
combinations. 

As it is well known, when a coin is dropped into one of these machines, the 
"drums" are set in motion and stopping these determines a combination, preestablished 
by the machine control program, there being corresponding pushbuttons for stopping 
the drums — although in reality such pushbuttons have no incidence whatsoever on the 
final combination. 

Improvements proposed by the invention aim towards an "extension" of the 
game with a higher participation of the player. 

In that sense, in addition to the conventional indicators corresponding to the 
possible prize-winning combinations, the machine includes in its screen another series 
of indicators corresponding to the different values relative to different prizes, in such a 
way that when a prize-winning combination is obtained, the indicator corresponding to 
the value obtained is illuminated. An additional indicator, preferably showing the 
and "-" symbols or any other type of reference to the complementary play described 
below, will also be illuminated telling the player that 
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starting from the prize obtained, he can try to increase it by pressing an auxiliary 
pushbutton, with the risk of obtaining a lower prize instead. 

Obviously, the machine will offer this chance only when the prize obtained is 
not a limit prize, that is, that it is neither the maximum nor the minimum prize. 

Pressing such pushbutton starts up an auxiliary circuit within the machine, so 
that the initially-obtained prize may go to the immediately higher value or to the 
immediately lower one, this result being shown by the corresponding indicator and the 
machine pays the resulting prize. 

A second pushbutton enables the performance of this auxiliary play with two 
steps, in such a way that the initially obtained prize may be transformed into one which 
is two steps above in the scale of values, with the chance that the prize obtained may go 
down .two- steps an said scale - — - 

There also is a timer circuit such that the complementary play situation is 
maintained over a preset time period. Once this period has elapsed, said play possibility 
is cancelled and the machine pays the prize obtained originally. 

The machine also offers the possibility of a second auxiliary play for which said 
machine includes in its "drums," in addition to the pictures or graphs which show the 
combination, respective numbers the sum of which are converted into the number of 
"advances" to be provided to a row of letters which 
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form a.word such as the word "MYSTERY" or any other. When it is possible to 
complete said word by means of the number of "advances" obtained, an auxiliary drum 
is illuminated. This drum should preferably be arranged so that it matches the set of 
drums through which the different combinations are obtained. This auxiliary drum will 
show a number indicating the number of unit "advances" which may be made in turn on. 
said main drums by means of the corresponding buttons, so as to change the originally- 
obtained combination and try to obtain another one which has a direct prize. 

This auxiliary drum, besides giving the possibility of direct advances over the 
main drums, the value of which is shown on the drum, also offers graphs corresponding 
to advances of numbers not reflected in said drum but are shown in a complementary 
indicator established in the machine's screen. This number shall preferably be included 

between one and ten. . 

Said complementary drum also includes a "mysterious" prize not shown directly 
on same and which, according to the machine's program, may be transformed into any • 
of the prizes established in same, from the minimum to the maximum prize, which shall 

be delivered directly; 

There also is the possibility that the stopping of this auxiliary drum determines 
the start-up of the main drums, up to a stopping situation in which these offer any 
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prize-determining combination, always between the minimum and maximum values, 
but with the peculiarity that in this case such prizes, in addition to being able to obtain 
them directly, enable the establishment of the first auxiliary play on plus or minus. 

Finally, there is in the auxiliary drum another maximum prize-determining 
situation. 

In order to supplement the following description and for further understanding of 
the characteristics of the invention, attached to this descriptive report and as part of 
same, there is a single page with drawings for, but not limited to, informational 
purposes. Said drawing shows a partial front view of an entertainment machine built 
with the improvements which are the objects of this invention. 

Said drawing shows how the machine proposed by the invention includes a 
series of drums 1, each one carrying a series of symbols, as usual, capable of 
establishing prize-winning combinations - each one of these drums 1 being assisted by 
the corresponding push button 2 for their supposed stopping while push button 3 sets in 
motion said drums 1 after the corresponding coin has been introduced. 

The screen on the machine will show, as usual, a series of indicators 4 relevant 
to the different prize-winning combinations and the respective prizes. 
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Starting from this known structure the improvements proposed by the invention 
are focused on the existence on the machine's of another series of indicators 5 for the 
respective values corresponding to the different prizes obtainable by the player so that a 
progressive scale going from the minimum up to the maximum value is established. In 
the example shown in the drawing, such values are: 25-50-75-100-150-200-250-300- 
350 and 500, but obviously these values can vary without any limit whatsoever. 

Each one of these indicators 5 is assisted by a pilot light and when a prize- 
winning combination is obtained in drums 1, the pilot light corresponding to indicator 5 
to the value obtained turns on. 

Simultaneously another indicator 6 is activated, informing the player about the 
possibility of making a first auxiliary play consisting, as previously stated, of increasing 
the value of the prize obtained by one or two steps, with the chance of reducing it in the 
same proportion. 

This will obviously be feasible when the prize obtained does not match the limit 

values. 

To that end there are two push buttons 7 and 8, that enable to make such 
auxiliary play with lower or higher risk, that , is, with the possibility of varying in one or 
two steps. An indicator 9 with the symbols (+1), (-1) and (+2), (-2) indicate the player, 
by illuminating, the results obtained after pressing the corresponding push button. After 
this, the machine will deliver the prize obtained according with the results of the 
complementary play made. 
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This auxiliary play is optional so that once indicator 6 has turned on and after a 
preset time, if the player has not actuated one of the push buttons 7-8, the machine will 
deliver directly the prize won in the main play. 

The results of this auxiliary play do not depend on chance. The increase or 
reduction of the original prize will be duly programmed due to the fact that the machine 
provides at all times the pre-established percentage of prizes with respect to amount 
collected. 

The machine also offers a second auxiliary play for which drums 1, in addition 
to the conventional symbols through which the different combinations are obtained also 
include respective numbers 10. When the combination obtained in drums 1 does not 
have a direct prize, also through the machine's programming circuit, the said numbers 
10 are added and such result is transformed into a number of "advances" supplied to a 
row of letters 1 1 which conform a certain word. 

When as a result of the advances obtained by adding the numbers 10, the 
progressive and full illumination of the row of letters 1 1 is obtained, obviously with the 
collaboration of the pilot's assisting each one of them, and this results in the 
illumination and start up of an auxiliary drum 12 determining a prize or a prize 
possibility, also auxiliary 12, a number such as the one shown in the drawing as 
reference 13 may appear, which implies that the player may make two advances on one 
or more of the drums 1 of the machine and through push buttons 2 in order to change 
the originally 
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obtained combination and try to converted into a prize-winning combination. 

Said drum 12 may show a symbol indicating an unidentified number of 
advances, number which on the other hand is defined in an auxiliary indicator 14 in the 
machine's screen where values 15 are shown corresponding to the number of advances 
obtained. The illumination of these indicators is produced by the. existing machine's 
control circuit program. 

There is also the possibility that auxiliary drum 12 delivers an unidentified, in 
principle, "mysterious" prize which can vary between the maximum and minimum limit 
values. This is also controlled by the machine's program and varies as a function of the 
collection. 

Said drum 12 can determine, when it stops, the actuation of drums 1 until a 

prize-winning comhination is .estabJished,.also l corresponding to any_of the foreseen 

values but with the particularity that in any case when such combination appears in the 
drum there exists the chance of playing the first auxiliary play and try to increase in one 
or two steps the prize obtained, running a similar risk of reducing the prize in the same 
extent. 

Finally the stopping of auxiliary drum 12 can determine delivery of the 
maximum prize. 

In any case, a considerable enhancement of the machine's attractive is obtained 
because the player has more participation in the development of the game. 
Haying described the object of this utility model and its different parts, it is 
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hereby stated that what constitutes the essence is formalized in the following: 
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CLAIMS 

1. - IMPROVED ENTERTAINMENT MACHINE, which is made up of a series 
of "drums" bearing symbols capable of establishing multiple prize-winning 
combinations, essentially characterized in that its screen includes a series of indicators 
bearing graphs which reflect step by step the different values of the obtainable prizes. 
An auxiliary circuit is established in the machine's control circuit which, by means of 
the corresponding push buttons and when said circuits detects a prize situation, permits 
the variation in one or two steps, up or down, in order to increase the prize value with 
the chance that this may be reduced. The machine has the particularity of including an 
jmxUiary indicat or showing such possibility as well as a seco^^^ 

showing the result determined by said auxiliary circuit after actuating the corresponding 
push button(s). 

2. - IMPROVED ENTERTAINMENT MACHINE, according to claim one, 
characterized in that the "drums" include in addition to conventional combination 
graphs, numerical graphs related with an adding circuit which add up the numbers 
appearing on the screen after each 
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play. It has been foreseen that said addition is converted into a pulse train fed to an 
auxiliary indicator which is unloaded after each play and in which a level of pulses 
received is established. Once this level is reached, a signal is sent to the general circuit 
of the machine which in turn results in a new operational possibility either delivering 
direct prizes or giving the possibility of complementary prizes. . 

3. - IMPROVED ENTERTAINMENT MACHINE, according to the previous 
claims, characterized in that its includes an auxiliary drum which becomes operative 
when the supplied pulses reach said preset value. When said auxiliary drum stops, it 
provides the possibility of establishing a certain number of partial turns, corresponding 
to the sequence of graphs on main drums, through the corresponding push buttons. Said 
auxiliary drum also indicates the number of possible pulses through the numerical 
graphs that it has, or by means of the illumination of an indicator corresponding to a set 
of auxiliary pilots. 

4. - IMPROVED ENTERTAINMENT MACHINE, according to the previous 
claims, characterized in that said auxiliary drum also includes a graph corresponding to 
a direct prize, comprised between the maximum and 
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minimum values deliverable by the machine, as well as another graph corresponding to 
a situation of said auxiliary drum in which the main drums supply system is connected 
with the resulting operational of same until these stop in a position corresponding to a 
certain prize-winning combination which can also vary between the limit value and 
according to the machine control circuit program. 

5.- IMPROVED ENTERTAINMENT MACHINE, as has been described and 
claimed in this descriptive report, which is made up by twelve pages all of which are 
typed on one face only and is represented in the attached drawings. 

Madrid, June 21, 198[illegible] 

JULIO HERRERO. 

PP- 

- — - - ~ [signature] 
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